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3ACTOCYBAHHS ITPOEKTUBHUX I'OJIOT'PAM JIJIA ®I3UYHOI
PEAJVII3AIIII 3ACOBIB JIOTIOBHEHOI PEAJIBHOCTI

Texnomoris monoBHeHO1 peanbHOCTI (augmented reality, AR) Hakmanae 300pakeHHS
BIpTyaJbHUX (CTBOPEHHX KOMIT'IOTEPOM) OO0’€KTiB Ha 300pakeHHS pealbHUX 00’ €KTIB
(otouyrouoro cBity). Ha cworomni po3poOneni pizHi Tunu AR-iHTepdeiiciB: TpamuililiHi
eKpaHu abo MOHITOPH, BiKHA, IIOJOMH Ta MAacKH, OKYJIsipHu Tomo. Haiibinbma yacTka puHKY
HaJCKUTh TMOpPTaTUBHUM nuciiesM AR cmaprdoHiB 3Bakaroun Ha I1X MOOUIBHICTB,
BIOCKOHAQJICHI KaMepH, BUCOKOSIKICHI JHCIUICi, BUCOKY OOYHCIIOBaIbHA NOTYXHICTH [1].
Oxynspu 3 TexHonoriero AR (Google Glass, Vizix, Optinvent, Meta-Space, Reckon Jet) Takox
3aCIyroBYIOTh yBarW, aje 3apa3 IX T[OMHUPEeHHs oOMexxeHe depe3 mpobdiemu
koH(pinenuinocTi. Koxkna 3 Ha3Banux TexHonoriii AR ctBoproe 2D-00pa3, mo gae xyxe
noxiOHe, ane He MAiliCHE TPEACTABICHHS pPEaJbHOro CBITY. BidyanbHe CHPHHHATTS MOXe
ne3iH(dopMyBaTH KOpUCTyBaya, sIKUil cripuiimMae 2D 300pakeHHs, PO peajbHE CepeOBULIE,
K 1I€ BiIOyBaeThCs 3 aHAaMOPPHUMH ONTHYHUMH 1r03isMu. Cepen MOXKIMBUX iHTEpdeiiciB
PO3LIMPEHOI peasbHOCTI Ti, SIKI BUKOPUCTOBYIOTH 3D ronorpamu Juist 3MilllyBaHHS peajbHUX 1
BipTyaJIbHHX 00'€KTiB, 1OCi HE Oy/IHM JOCTAaTHBO JETAJbHO NOCIiKeHi. SIK peari3alisi Takoro
ronorpacdiunoro iHtepdeiicy AR, HamiBmpo3opi a3epkana MOXYTh OyTH BUKOPHCTaHI SK
JHCIIIe], B SKMX KOPHCTYBadi MOXYTh OAYUTH CBOi BiJOOpa)XCHHs Ta HABKOJMIIHI 00'€KTH,
3MillIaH1 13 3a34alieriib CIpPOEKTOBAHUM (BIPTyaJbHUM) BMICTOM. Y CKJIAQJHUX YMOBax
KOMOIHOBaHOTO OCBITJICHHS MOXYTh OyTH pO3poOJeHi AesKi BJOCKOHAJCHHS IOYaTKOBOTO
HiXO/y, @ caMe: PeryjaloBaHHS BiJICOTKOBOTO BIJHOIIEHHS MPOIYIIEHOIO CBITJIa HUISIXOM
BBEJICHHS JOAATKOBUX YAaCTKOBO IIPO30PHUX MOBEPXOHB (AMB. y IboMy 3B’ 513Ky [2]). Haitbinbim
HOLIMPEHI METOJM BHKOPUCTOBYIOTH cucTeMy Microsoft Kinect s Bu3HaueHHS MO3UIT
KOpUCTYBaua Ta BUPIBHIOBAHHS BIpTyalbHHX O0'€KTIB /10 300pa’ke€Hb pealbHUX. 3aXOIJICHHS
no3uuii, pyxy Ta KOJEKTHBHOI IOBEIIHKM KOPHUCTYBauyiB BUMAara€ iHTEHCHBHOIO OOMIiHY
JAHUMH MDK JJaTYMKaMU Ta CEpBEpaMu, 3 MOMNEPEAHbOI0 OOPOOKOIO JaHUX, COPTYBAHHSAM Ta
aHoHIMizamiero. Y yaboparopii kibep¢izuunux cuctreM THTY  BHKOpUCTOBYeThCS
NOJIIMEPHUN TipaMiaibHUN eKpaH-KBaJpOBI3Op Ta BIACONPOEKTOp (AMCIIEH BUCOKOT
PO3IUIBHOI 3aTHOCTI) JJIi CTBOPEHHS NPOEKTHBHUX 3D-rojorpam, ski MOXyTb OyTH
BUKOPHCTaHI SIK IIap B PO3LIMPEHIH peaTbHOCTI.
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